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WARNINGS 

READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 
EPILEPSY WARNING 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
video game — dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions — IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

PRO/ECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid repeated or extended use of video games on large- 
screen projection televisions. 

SEGA SATURN VIDEO GAME USE 

This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play 
this CD-ROM on any other CD player; doing so may damage the headphones and 
speakers. This game is licensed by Sega for home play on the Sega Saturn system only. 
Unauthorized copying, reproduction, rental, public performance or broadcast of this 
game is a violation of applicable laws. 

The characters and events portrayed in this game are purely fictional. Any similarity 
to other persons, living or dead, is purely coincidental. 

HANDLING YOUR COMPACT DISC 

□ The Sega Saturn compact disc is intended for use exclusively on the Sega Saturn 
system. 

□ Avoid bending the disc. Do not touch, smudge or scratch its surface. 

□ Do not leave the disc in direct sunlight or near a radiator or other source of heat. 

□ Always store the disc in its protective case. 

ESRB RATING 

This product has been rated by the Entertainment Software Rating board. For infor- 
mation about the ESRB rating, or to comment about the appropriateness of the rating, 
please contact the ESRB at 1-800-771-3772. 

Visit Sega's Internet Sites at: 
web site: http://www.sega.com 

email: webmaster@sega.com 

CompuServe: GO SEGA 


1-900-20Q-SEGA 

> 




Learn SEGA game secrets 
from the masters. Call Now. 

U.S.: 1-900-200-SEGA $.95/min (recorded), $1.50/min 
| (live) Must be 1 8 or have parental permission. 

| TTD phone required. Sega of America 
Canada: 1-900-451-5252 US $1 .50/min (recorded/live) 


For French Instructions, please call: 
Instructions en frangais, t6l<§phoner au: 1 -800-872-7342 
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GETTING STARTED 


1 .Set up your Sega Saturn™ System as described in its instruction 
manual. Plug in Control Pad. 

2. Make sure the power is off, then insert NBA ACTION '98 disc, label 
side up, into the well of the CD tray and then close the lid. 

3. Turn the power switch on. In a few moments the title screen will 
appear. 

4. Press the START Button on the Saturn Control Pad to advance past the 
title sequence and begin play. 

5. If the title screen doesn't appear, turn the power switch off. Make sure 
your system is set up correctly and the CD-ROM is properly inserted. 
Then turn the power switch on. 


Important: Your Sega Saturn CD contains a security code 
that allows the disc to be read. Be sure to keep the disc clean and handle it 
carefully. If your Sega Saturn system has trouble reading the disc, remove the 
disc and wipe it carefully, starting from the center of the disc and wiping 
straight out toward the edge. 
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CONTROLS 


X Button 



6-Button Default Controls - OFFENSE (WITH BALL) 
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6-Button Default Controls - OFFENSE (WITHOUT BALL) 




After The Playcal Menu Is Up... 


0i8 Offense 

TL - Nearest Man Cuts to Basket 
TR - Man Closest to Basket Cuts 
X - Call for Alley-oop 
Y ■ Set Pick 
Z - Cancel Menu 
A - Call for Play A 
B - Call for Play B 
C - Call for Play C 

TIPS FOR ON TIE COURT 


On Defense 

X - Unused 

Y - Call for Double Team 
Z - Cancel Menu 
A - Call for Defensive Set A 
B - Call for Defensive Set B 
C - Call for Defensive Set C 


JUMP BALL 


You begin play with a Jump Ball or "tip-off", a ritual whereby one member 
from each team vies for control of the ball. Press the C Button at the right 
time (while the ball is in the air) to attempt to tip it to a teammate. 

Offense 


HIGH PERCENTAGE SHOOTING 

Pass the ball to a low post player. With his back facing the basket, hold 
down the R Shift Button (step modifier) and maneuver him towards the basket. 
When the player is within shooting range, fire off the shot. 


GIVE & GO 

Press the B Button while the pass is in the air. 

CATCH & SHOOT 

To call for a shot, press the C Button while the pass is in the air. 


PICK PLAY 

The closest player to the ball handler will set a pick. 


ALLEY-OOP 


As soon as a player raises his hand to call for the ball, pass the ball to 
him towards the basket. 

CUT TO BASKET 

After the Playcall Menu is up, press the L Shift Button to have the nearest 
man to the ballhandler cut to the basket. 

CLOSE CUT 

After the Playcall Menu is up, press the R Shift Button to have the man 
nearest the basket cut to the basket. 

Defense (see default controls above). 

Hold down turbo and step modifier together to get faster precision movement. 


REBOUNDING 

Rebounding or "crashing the boards" is a key element in both your offensive 
and defensive arsenal. (Use the slider bar as described within the Coaching 
Strategies section on page 20 to set how hard you want your team to crash 
the boards.) To rebound a ball on either offense or defense, press the B Button 
to choose the player closest to the ball and press the C Button to jump. 

^REBOUNDING TIP - When a shot is up, use the Y Button to have your player 
"Box Out." On offense, the A button activates an "aggressive" rebound which 
tries to tip the ball back in. 

FREE-THROWS 

Each time you shoot a Free-Throw, the Free-Throw Site will appear. You will 
use this to aim your shot. The vertical icon represents the trajectory of the 
ball. The horizontal icon represents the aim of the ball. To shoot a perfect 
Free-Throw, you must line-up the basketball icons in the center of the grid 
by pressing the C Button at the appropriate time. 


action 


MAIM MENU 



To moke a selection in the Main Menu, press the D-Pad UP or DOWN to choose 
an option and press the C Button to enter your selection. Press the B Button to 
return to a previous menu. 


The following selections appear on the Main Menu: 


EXHIBITION 

Play a single, non-season game using 
the teams of your choice. 

NEW SEASON 

Begin a new season using the team of 
your choice. Press the D-Pad LEFT/RIGHT 
to set the season length at full season or 
reduced 28 or 54 game season. (See 
NEW SEASON on pagell) 

NEW PLAYOFFS 

Choose a team and enter a regulation 
run for the NBA championship. (See 
NEW PLAYOFFS on page 13) 


PRACTICE 

Warm up before the game - you have 
the whole floor to yourself where you 
can work on your dunks and perfect 
your shot. (See PRACTICE on page 14) 

GAME OPTIONS 

Adjust the game configurations to your 
own specifications. (See GAME OPTIONS 
on pagel 5) 

PLAYER MENU 

Trade players, create players, view player 
profiles, player lineups, team rosters 
and user records. (See PLAYER MENU 
on pagel 7) 




MAIN GAME SCREEN 


Home Tea m's Score 
Away Team's Score 
Current Quarter 
Time Remaining 


Team With Ball (basketball icon) 


The following items appear on the Main Game Screen: 

Home Team's Score 

Away Team's Score 

Current Quarter 

Time Remaining 

Team With Ball (basketball icon) 

Playbook 

Press the Z Button during play to call your offensive or defensive plays 
through the Playcall menu. 
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CHOOSING TEAMS 



Before beginning play in Exhibition, New Season or New Playoffs modes, you 
must first choose your team(s). Press the D-Pad LEFT or RIGHT to select your 
team. When you have chosen your team, press the D-Pad DOWN and high- 
light the team set below and repeat. Once you have made your team choices, 
press the C Button to enter your selections. 

Next you must assign teams. In a Single-Player game, position the "f" icon 
beside your team of choice and press the C Button. In a Two-Player game, 
player two must position the "2" icon beside his/her team of choice before 
pressing the C Button. 

Name Entry Screen 

Entering your name allows you to keep a record of your wins, losses and 
personal stats. Begin by positioning the "1" icon beside a name bank. Next, 
begin entering your name by pressing the C Button to call up a letter, then 
press the D-Pad UP or DOWN to cycle through the letter choices. Continue 
entering your name by moving the D-Pad RIGHT to the next space and repeat 
the above procedure. Once you have entered your full name, press the C 
Button again and get ready to play. 

(Name Entry default setting is off, therefore set to "on" to enter your name). 


NEW SEASON 



To begin a new season you must first choose your team. Along with each 
team, you will be given that squad's 1996-'97 season record along with the 
starting lineup. To enter your team selection, press the C Button. The Season 
Menu will then appear. 


Season Menu 



Here you can configure the following pre-game season settings. 

PLAY GAME 
Begin your season. 

| | 


action 


SIMULATE GAME 


Select this to have the computer play the game for you. Press the C Button to 
see the final score of each contest. 

NBA STANDINGS 

View the current standings in your season, and current NBA leader stats. 

TEAM ROSTER 

Displays your team roster along with each player's attributes. To cycle through 
each player's attributes, press the D-Pad LEFT or RIGHT or press the X Button 
to view the player's 1996-'97 statistics. 

PLAYER SEASON STATS 

Displays the current stats for each of your players. 

TEAM SEASON STATS 

Displays the team stats during the course of a season. Press the D-Pad LEFT 
or RIGHT to cycle through the various teams. 

PLAYER MENU 

Here you can make trades, create your own players, view player profiles, 
player lineups, team rosters and user records. 

USER RECORDS 

Review your own personal stat record. 

END SEASON TODAY 

Simulate all remaining season games and enter the Playoffs Menu. 

EXIT SEASON 

Discontinue the season with the press of a button. 
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NEW PLAYOFFS-PIayoff Menu 



Begin by choosing the team you wish to lead through the playoffs. The 
Playoff Menu will then appear. Here you can preview the following options: 

PLAY GAME 

Choose teams and go for the NBA title. 

SIMULATE GAME 

Have the computer play the contest for you. 

PLAYOFF TREE 

View the current playoff standings. 

TEAM ROSTER 

Displays your entire team roster with player attributes. 

PLAYER SEASON STATS 

Review the season numbers for each player on your team. 

TEAM SEASON STATS 
Review your team's season stats. 

PLAYER MENU 

Here you can make trades, create your own players, view player profiles, 
player lineups, team rosters and user records. 
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USER RECORDS 

View your personal records. 


END OF PLAYOFFS 

Simulate all remaining playoff games. 

EXIT PLAYOFFS 

Exit the Playoff Screen and return to the Main Menu. 

SCHEDULE 

Displays the schedule and outcomes for games in that particular round. 


PRACTICE 

Practice your field goals, three pointers and jams with the court all to 
yourself. 


Practice Menu 



To access the Practice Menu, press the START Button during practice play. 

PRACTICE 
Begin practicing. 

INSTANT REPLAY 

View an instant replay of your practice moves. Use the D-Pad to highlight a 
player and use the corresponding buttons on the Replay Bar to select camera 
angles and slo-mo and reverse speeds. 


CAMERAS 

Adjust the camera angles. You have 1 1 different perspectives to choose from. 
END PRACTICE 

Exit and return to the Main Menu. 


GAME OPTIONS 



Here you can configure the following game options to your specifications. To 
operate, use the D-Pad to highlight an option and press the D-Pad LEFT or 
RIGHT to toggle through the various selections under each option. Once you 
have made all your configurations, press the START Button to return to the 
Main Menu. 

PLAY MODE 

Simulation or Arcade. Arcade mode disables game boundaries and rules. 

Note: If the rules are modified, the play mode becomes "custom". 

BALL HANDLER 

Choose whether you, or the computer, will control the player with the ball. 

With Auto-Swap ON, whenever the ball changes hands, a human player will be 
given control of the ball handler. If OFF, each human controls a single 
player unless they manually switch. 

QUARTER LENGTH 

Choose from 3, 5, 8, or 1 2 minute quarters. 
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DIFFICULTY 

What'll it be? Rookie, Pro, or All Star. 

ROSTERS 

Pre-set NBA rosters or your custom rosters containing oil the trades and line-up 
changes you have made. 

PLAY CALLING 

Call the plays yourself (Manual), or leave it up to the computer (Auto). 
SUBSTITUTIONS 

Make substitutions yourself (Manual), leave it up to the computer (Auto), or 
have a substitution text bar appear on-screen whenever a substitution occurs 
(Notify). 

CONTROL CONFIG 

Play using the default setting, or choose one of the three configurations you 
best prefer. Press the C Button to call up the Configuration menu. Press the 
D-Pad LEFT or RIGHT to select a control configuration. Accommodates up to 10 
players. 

GAME SPEED 

Play in Slow, Normal or Fast. 
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PLAYER MENU 

Here you can make trades and create players. 



Trade Players 

To make a player trade, begin by choosing the team and the player you wish 
to trade. Scroll through the players by pressing the D-Pad UP or DOWN. To 
select a player to trade, press the C Button (this will highlight the player). 

Once you have chosen the player you wish to trade, choose the player you 
wish to trade him for. Select the team and then the player. Press the X button 
to select the team you wish to trade with (team will be highlighted). Press the 
C Button to select the player involved in a trade (player will be highlighted). 
Press the A Button to execute trades. 


Player Builder 



Before you begin you must enter your player's name in the Player Builder 
Name Entry Screen. To enter, follow the same procedure used under the Name 
Entry Screen. Once you have entered your full name, press the C Button. 
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SUBSTITUTIONS 

Here you can give your starters a rest using players from the bench. To make 
a substitution, highlight the player you wish to replace and press the C Button (this 
will enable you to select a player from the bench). Next, highlight a substitute play- 
er from the bench and press the C Button again. 


COACHING STRATEGIES 

This is where you set everything from player matchups to your big plays. The 
following features appear on the Coaching Strategies menu. 

PLAY CALLING 

What'll it be? Auto or Manual? 

PLAYER MATCHUPS 
Check out who's got who. 

OFFENSIVE PLAYBOOK 

Select plays from your offensive arsenal. 

DEFENSIVE PLAYBOOK 
Set your defensive strategies. 



Offensive Playbook 



The Offensive Playbook allows you to set your offense and select your plays. To 
adjust the offensive strategies below, press the D-Pad UP or DOWN to select a 
strategy and press the D-Pad LEFT or RIGHT to adjust that strategy to your desired 
setting. 

CRASH BOARDS: 

Set your rebound aggressiveness at Minimum, Middle or Maximum. 

PACE: 

Set the overall tempo of your team at Stall, Middle or Up Tempo. 

SELECTING OFFENSIVE PLAYS: 

You can take three different plays on the court with you at any time, plus a 
default Alley-Oop and a Pick. The following is a description of how to place 
new plays in your playbook. 

Each play corresponds to either the A, B or C Buttons on your Controller. You 
will use these buttons to assign plays accordingly. To program a play, first 
select the button you wish by highlighting the "Button Bank." Use the D-Pad 
to cycle through the three Button choices (A, B or C). Once you have chosen a 
Button, it's time to assign a play to that Button. 

To assign a play to the Button of your choice, highlight a play from the 
list, then press the C Button to assign that letter to a play. Repeat entire 
procedure until all three plays have been selected. Press the B Button to 
return to the Pause Menu Screen. 


Now you are ready to create your player. Use the D-Pacl to highlight a characteristic 
and press the D-Pad LEFT or RIGHT to modify your player's characteristics. You have 
345 Builder points to work with. Once you have created your player, he will appear 
on the Free Agency roster. 


RESET ROSTER 

Reset back to the original rosters. This will nullify all trades and line-up changes. 

PLAYER PROFILES 

Check out the pro card for each NBA player in the game. View his picture and 
personal player information. 

PLAYER LINEUP 

Check out the lineups for all the NBA teams. 


PAUSE MENU 



To make a selection in the Pause Menu, press the D-Pad UP or DOWN and press the 
C Button to enter your selection. 

RESUME GAME 

Resume play. 

TIME OUT 

Choose to activate one of your timeouts. 



INSTANT REPLAY 

Take another look at it, from any angle. 

SUBSTITUTIONS 

If you choose to make your own substitutions (see Game Options on page 1 5), 
this is where you can make them. 

COACHING STRATEGIES 

Dip into the coaches manual for emergency situations. Here you can set Play 
Calling, Player Matchups, or select a new play set from your offensive and 
defensive Playbooks. (See Coaching Strategies on page 20) 

CAMERAS 

Set the game cameras to your liking. 

GAME STATS 

Review each team's current game stats. 

TEAM ROSTER 

Check out each team's player attributes and abilities. 

PLAYER STATS 

Review the current game stats on each player. 

PLAYER SEASON STATS 

Take a look at the current season for all players on either team involved in 
the game. 

TEAM SEASON STATS 

View each team's current season stats. 

GAME OPTIONS 

Access the Game Options menu. 

USER RECORDS 

Check out your personal records. 

ABORT GAME 
Quit current game. 
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NBA Action ’98 Summary of Plays 


Post: A traditional play used by most 
teams which gives the ball to a team's 
big man in the paint for a chance to 
score. 

High Post: Designed for a team's big 
man to set a half screen for the ball 
handler, who then immediately flashes to 
the basket. Used by teams such as Utah 
and Atlanta. 

Cross Box: This involves a lot of ball 
movement and screens which gives the 
ball to a team's big man in the paint 
with an option to pass to a shooting 
guard or forward. Used by teams such 
as Boston and Houston. 

Pindown Detroit: This involves a lot 
of ball movement which isolates a 
team's point guard and big man on one 
side of the court with an option to pass 
to a shooting guard or forward at the 
three-point line. Used by teams such as 
Boston and Orlando. 

Motion: A play where the shooting 
guard and the small forward are featured 
to get open and shoot with the big men 
in the paint for the rebound. Used by 
teams such as Charlotte and 
Washington. 


Pick and Roll: A traditional play used 
by most teams which isolates a team's 
point guard and center. The center sets 
a screen for the point guard and "rolls" 
in the post as soon as the point guard 
gets around the screen. 

Direct 1: This involves players spread- 
ing the floor and isolating the shooting 
guard and small forward. The shooting 
guard flashes to the basket when the 
small forward receives the ball down 
low. Used by teams such as Milwaukee 
and Toronto. 

Direct 2: The same style as the Direct 
1 except the roles of the shooting guard 
and small forward are reversed. Used 
by teams such as Milwaukee and 
Sacramento. 

High Pick: A version of the "Pick and 
Roll" where the center sets a screen for 
the point guard at the three-point line. 
Used by teams such as Phoenix and 
Dallas. 

Four Twirl: A play where the power 
forward sets a screen for the shooting 
guard in the paint for an opportunity to 
score either inside or outside. Used by 
teams such as Portland and Golden 
State. 





Pick the Picker: A version of the 
"Pick and Roll" where the center sets a 
screen for the point guard and is given a 
screen by the shooting guard as he 
"rolls" to the basket. Used by teams 
such as Miami and San Antonio. 

Zipper: A traditional play where the 
shooting guard receives the ball on the 
weak side and has the option to shoot 
outside or pass the ball in the post to 
the power forward. Used by teams such 
as Philadelphia and Utah. 

One Up: A play set up by the point 
guard passing the ball to the small for- 
ward in the paint who has the option to 
shoot or pass the ball to the shooting 
guard attempting to get open through 
screens. Used by teams such as Detroit 
and Dallas. 

Ilbow Pick: A play where the small 
forward sets a screen for the point guard 
who has the option to shoot or pass the 
ball to the center in the paint. Used by 
teams such as Orlando and Toronto. 

Triple Post 1: This features three 
players on one side of the court forming 
a triangle and allowing the player in the 
paint to either shoot the ball or pass to 
an open player at the three-point line 
when he receives the ball. Used by 
teams such as Chicago and Charlotte. 


Triple Post 2: A version of the "Triple 
Post 1 " except set up at the opposite 
side of the halfcourt. Used by teams 
such as Chicago and Denver. 

Five High: A play where all five play- 
ers start off outside of the key and work 
their way in through screens and a lot of 
ball movement. Usually used for three- 
point plays. Used by teams such as 
Cleveland and Phoenix. 

Two Out: This features the shooting 
guard and the power forward isolated on 
one side where the shooting guard 
receives a screen at the three-point line 
by the power forward and has the option 
to shoot the three or pass to the power 
forward in the paint. Used by teams 
such as Vancouver and Golden State. 

Howk: A basic play where the point 
guard receives a screen from the power 
forward and has an option to shoot the 
ball, pass the ball in the paint to the cen- 
ter, or pass to the power forward who 
popped out after the screen. Used by 
teams such as Atlanta and Minnesota. 

Baseline Double: A three-point play 
where the shooting guard is given two 
screens along the baseline and attempts 
to get open at the three-point line after 
those screens. Used by Indiana. 



NBA Action ! 98 Summary of Plays (continued) 


Zipper 2: A combination of the "High 
Post" and the "Zipper" where the point 
guard receives the ball on tbe weak 
side, passes the ball to the shooting 
guard at the three-point line, and sets a 
screen for the center flashing towards 
the paint. Used by teams such as 
Miami and the Los Angeles Lakers. 

RIP: A play designed for the center as 
his defender is screened by the shooting 
guard freeing him up for the easy two. 
Used by teams such as New York and 
San Antonio. 

Early: This play is usually run after a 
field goal or a made free throw by the 
opposing team. The point guard has 
the option to pass the ball to either the 
shooting guard or the small forward 
who are coming off of screens from the 
center and power forward respectively. 
This is also called the "Quick" set. 

Used by teams such as New York and 
New Jersey. 

Fist Out: A play which features multi- 
ple options for the point guard. The 
point guard appears on the weak side 
with the shooting guard and after a 
screen by the shooting guard, the point 
guard has an option to shoot, pass to 
the shooting guard flashing to the paint 
after the screen, or pass to the small 
forward at the three-point line after 


screens from the power forward and 
center. Used by teams such as Boston 
and New Jersey. 

Get: A version of the "High Post" 
where the small forward sets a screen 
for the point guard at the three-point 
line after receiving a screen from the 
center. The point guard "rolls" off the 
screen, the small forward flashes to the 
basket, and the point guard has an 
option to shoot, pass to the small for- 
ward in the paint, or pass to the shoot- 
ing guard at the three-point line on the 
weak side. Used by Phoenix. 

Flex: A basic play where the power for- 
ward sets a screen for the center in the 
paint and flashes to the basket after the 
screen. The point guard, set on the 
weak side, has room to shoot, pass to 
the power forward in the paint, or pass 
to the small forward or shooting guard 
on the other side of the key. This play 
requires a lot of ball movement. Used 
by teams such as Cleveland and Seattle. 

Triple 31: When your team needs a 
three-pointer, this is the play. This relies 
on the scoring guard to get open at the 
three-point line while fleeing through 
screens. Used by teams such as Indiana 
and Golden State. 


Defensive Playbook 



Here you can make the following adjustments to your Defensive Playbook. To 
make adjustments to your basic defensive set-up, highlight the option and press 
the D-Pad LEFT or RIGHT to adjust that option. 

To initiate a Double Team matchup, select the opposing player and press the 
C Button. You can double team only one player at a time. 

BUTTON: 

Choose the Button-Play assignment you wish to modify. Choose from 16 team- 
specific plays actually run by NBA teams. 

PRESSURE: 

Apply pressure at 1 /2 court, 3/4 court or Full Court. 

MAN COVERAGE: 

What'll it be: Loose, Middle or Tight? 

AGGRESSIVENESS: 

Low, Middle or High? 

CRASH BOARDS: 

Minimum, Middle or Maximum? 


DOUBLE TEAM: 

Target the opposing player you wish to double team. 
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LIMITED WARRANTY 


Sega of America, Inc. warrants to the original consumer purchaser that the Sega Saturn 
compact disc shall be free from defects in material and workmanship for a period of 
90 days from the date of purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, Sega will repair or replace the defective compact 
disc at its option, free of charge. This limited warranty does not apply if the defects have 
been caused by negligence, accident, unreasonable use, modification, tampering or 
any other causes not related to defective materials or workmanship. 

To receive U.S. warranty service, call the Sega Consumer Service Department at: 

1-800-USA-SEGA 

10 receive Canadian warranty service, call the Sega Canadian Consumer Service 

Departmental: 1-800-872-7342 

DO NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL 
SI ITER. Return the compact disc to Sega Consumer Service. Please call first for further 
information. If the Sega technician is unable to solve the problem by phone, he or she 
will provide you with instructions on returning your defective disc to Sega. The cost of 
reluming the disc to Sega's Service Center shall be paid by the purchaser. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

11 your Sega Saturn com pact disc requires repairs after termination of the 90-day limited 
warranty period, you may contact the Sega Consumer Service Department at the 
number listed above. If the technician is unable to solve the problem by phone, he or 

lie will advise you of the estimated cost of repair. If you elect to have the repair done, 
you will need to return the defective merchandise, freight prepaid and insured against 
loss or damage, to Sega's Service Center with an enclosed check or money order 
payable to Sega of America, Inc., for the amount of the cost estimate provided to you 
hy the technician. If, after inspection, it is determined that your compact disc cannot 
he repaired, it will be returned to you and your payment will be refunded. 

LIMITATIONS ON WARRANTY 

Any applicable implied warranties, including warranties of merchantability and fitness 
for a particular purpose, are hereby limited to 90 days from the date of purchase and 
are subject to the conditions set forth herein. In no event shall Sega of America, Inc., 
he liable for consequential or incidental damages resulting from llie breach of any 
express or implied warranties. 

I lie provisions of this limited warranty are valid in the United States only. Some states 
do not allow limitations on how long an implied warranty lasts, or exclusion of 
consequential or incidental damages, so the above limitation or exclusion may not 
apply to you. This warranty provides you with specific legal rights. You may have 
other rights which vary from state to state. 


